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elcome to Magic Item Quirks - a list of interesting oddities you can add to your 
party’s magic item finds to give them a bit more personality. A+1 sword or armor is 
a fantastic find, but it is much more fun when it has one or more erratic features 
that activate when it is used or even when it is just possessed. 


Quirks represent small mistakes a wizard, artificer, or other types of creator made when 
creating a magic item, whether it be a sword, armor, potion, magical jewelry, or other magical 
contraption. The item’s main function is perfect, but it has minor flaws. Perhaps an incantation 
syllable was misspoken, or an ingredient wasn’t pure. These items make their way into the 
world because the creator wants a return on the creative effort, and they work well enough in 
their main capacity that the eventual owner can overlook a small flaw or two. 


Below you will find descriptions of one hundred quirks that you can drop in any time you need 
to jazz up a magic item. Or grab one on the fly when the creative energy at the table seems to 
be flagging and get them curious about what amusing and odd features their latest magical find 
offers. Feel free to shape the details to fit your needs in any given scenario. 


So, what are you waiting for? 


Take any item or items on the list, apply a little imagination, and make your player’s encounter 
more memorable. 


May all your adventures be spectacular! 


P.S. Check out the Busy Game Master Series of D100 Magic Item Lists. They offer hundreds of 
fascinating magic items to add to your games. 
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The item has rust-red blood stains that cannot be removed no matter how often the item is 
cleaned. 

Every time the item is used, it whispers in your head how intelligent you are for using it. 

The item sheds bright light in well-lit situations. In the dark, it stays unlit. 

When the item is used successfully, it shoots off a mini “fireworks” display above the head of 
the wielder. 

An electrical scorch mark marks the surface of the item. It still has a lingering sense of 
electrical energy when touched. 

The steel in this work is forged with mystical chemicals that cause it to change color every 
minute. 

The item bursts into song in a very loud voice, often at the most inappropriate moments. The 
quality of the voice is surprisingly good. 

When not being used, the item demands to be put back in its ratty, threadbare holding case. 
Every time it is used, one hair on the user’s head turns into a feather. 


. The item refuses to be clean, no matter how much dirt, grime, and gore cover it. 
. In the forest, the item frequently pulls the owner towards a tree where it tries to engage in a 


conversation in some unknown language. 


. It has a carving of a tiny frog, and when used, it emits a horrifically loud ribbit sound. 
. Each time the item is used, the user receives a harmless jolt of static electricity, raising all hair 


straight up and unleashing little electrical sparks into the air. 


. Writing on the item in an ancient but decipherable language reads, “Fulfill the prophecy.” 

. The hide-wrapped handle of this item changes texture every time the item is picked up. 

. Parts of the item are made of stone, others of a metal, all forged into a seamless whole. 

. The item feels slimy every time it is picked up but is obviously bone dry. 

. The item is riddled with teeth marks. Are they part of the design, or was it once an animal’s 


chew toy? 

Every time the item is used, the user’s skin turns a different bright color. The color change 
lasts for one hour or until the item is used again, whichever comes first. 

A whispered conversation between two unknown creatures can be clearly heard when the 
item is held up to the ear. 

A beautiful ocean vista can be seen in the distance when the item is held up to the eye. 

The owner of this item is determined to start an inane conversation with the nastiest-looking 
person in the tavern. 

The item sloshes when it is shaken, as though it is hollow and partially filled with water. 

The item has a lock and a key. The lock must be opened to use its power and then closed to 
recharge. 

The item is covered in slippery moss, making it hard to hold, especially in humid environments. 
The item is unusually light for its size and materials, and if a weapon may require a bit of 
practice to get used to its lighter than normal weight. 

At dawn, the item looks pristine. As the day wears on, the item looks more and more worn. 
The process repeats every day. 

You are constantly hungry when you possess this item, and your loud, rumbly stomach lets 
every else know how hungry you are. 
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Part of the item is transparent and filled with liquid. Every once in a while, a small fish is seen 
swimming in that space. 

The item emits a cloud of steam when it is being used. If used repeatedly over a series of 
rounds, this cloud of steam will continue to grow and obscure the immediate area. 

This item is covered in small scratches and gains one more scratch each time its magic is used. 
The small item smells delicious, and it takes great willpower to avoid eating it. If the owner 
fails a once daily DC 12 Wisdom saving throw, the owner swallows the item, putting it out of 
commission until it passes through, a process that takes three days. 

While possessing this item, you maintain an exquisite sense of time and how terribly slow it 
sometimes passes. This new sense brings on a sense of boredom. 

While possessing the item, you gain some beastly aspects, becoming furrier and developing 
scoop-shaped, pointed ears and sharp, fanglike teeth. 

This item causes your entire body to be covered with down as soft as that of a newborn duck. 
Possession of this item fills your mind with important childhood memories and thoughts of 
what might have been if you had taken a different path. 

When you call forth the magic of this item, a patch of flowers grows underfoot. 

While using this item, your aspect changes to that of a devilish creature with red skin and 
reddish eyes. The effect takes ten minutes to wear off. 

The item whispers in your ear, repeating every word you say like an echo. 

The item gives you slight telepathic abilities, allowing you to hear the thoughts of everyone 
within 20’ of you. This jumble of constant chatter clouds and confuses your mind. 

While in possession of this item, you acquire an imaginary friend. You can see and interact 
with your friend. No one else can see this imaginary friend. 

The item weeps every time you use it. If it is a weapon, it cries where it is grasped and quickly 
becomes slippery if you are not wearing gloves. 

The item is constantly cold to the touch and unleashes a very small one-second snowstorm 
when its power is used. 

The item is covered with incantations of odd and unusual spells. None of them work. 

Every time the item is used, it gets a bit heavier. 

Steam shoots out of the owner’s ears every time the magic is used. 

Once claimed, the item slowly grows hotter and hotter. It needs to be bathed in water at least 
once daily to keep the heat at a tolerable level. 

The owner’s fingers and toes become webbed. 

The user’s eyes slowly take on the shape and aspect of a snake’s eyes. 

Every time the item is used against a foe, it starts a litany of every foe ever touched by its 
magic. It takes several minutes for it to recite the entire list. 

The item smells faintly of death and attracts undead creatures in the nearby area. 

The item turns the owner’s eyes a rich lavender hue. 

The item slowly fades away if it is not given attention regularly. 

The item shatters after each use and takes 1D4 hours to stitch itself back together. 

While in the user’s possession, small spikes grow from the user’s shoulders and elbows. 

The item constantly makes suggestions regarding the best action to take — but said actions are 
always detrimental if followed. 
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The item causes the wielder’s hair to grow one inch a day and slowly turn green. 

A pecking sound can be heard within the object — like a baby bird is trying to peck its way out. 
The item creates a small fey animal that does nothing but sits on your shoulder and constantly 
asks for food. 

You glow like a light spell for one hour when the item is used. 

The item keeps you smelling like you just stepped out of a rose-scented bubble bath. 

The item sends a small energy pulse into your brain every hour, causing your body to spasm 
harmlessly. 

The item plays a mournful melody every time a creature within 60’ of it dies. 

The item makes your internal dialog external. All your doubts, second thoughts, and other 
typically silent crosstalk are now expressed out loud. 

When you dash, the item produces brief afterimages for five feet behind you, so it looks like 
you are stretched through a five-foot space. 

The item levitates you six inches off the ground whenever you fall asleep. You immediately fall 
to the ground when you wake up. 

The item gives you a thirst for the blood of your fallen foes. You routinely fill up a cup of their 
blood and chug it down. 

A small tattoo appears on the wielder whenever the magic item is used. The item stops 
working for the wielder when there is no longer room for a tattoo to appear. 

While possessing this item, the person’s shadow takes on a life of its own, moving and twisting 
around with no relation to the light source. 

After using the item’s power for one hour, the wielder speaks in tongues. 

While owning this device, a three-foot-long beard grows every evening. If the owner already 
has a beard, it will become twice as thick. 

Every time the power is used, the wielder is splashed with a bucket full of water that 
mysteriously appears out of thin air. The bucket disappears after dispensing the water. 

A pen appears and signs the affected area with the creator’s name whenever the item is used. 
After using the item, the wielder pulls out a piece of paper and draws a maze with an X in the 
center. Interestingly, the labyrinth always matches up to some dungeon path that leads to a 
treasure, but its location is always a mystery. 

Every time the item is used, the stench of decay fills the area. 

The item disappears when its power is used. It always reappears a few seconds later within 5’ 
of where it was used. 

At night, the item’s wielder takes on a dark cast as though in shadows. 

The item has a handle on its side, and it must be wound up to recharge it after each use. 

A full-grown tree springs up in the nearest clear space whenever the item is used. 

The wielder has visions of doom every time the power of the item is used. The visions only last 
seconds but fill the wielders sleeping hours with horrific nightmares. 

Gravity gets temporarily distorted in a 10’ radius every time the item is used. Everything in 
that area might get heavier or light enough to rise several inches before the effect wears off. 
The effect lasts for just a few seconds. 

Whenever the item is used, it causes a bad case of dandruff lasting 24 hours. The dandruff is 
strawberry flavored. 


83. Aside effect of owning this item is that footsteps gain an echo. 

84. The item randomly changes shape every time it is used. It is always something that can be held 
in hand but can be quite large, very tiny or anything in between. 

85. Once touched, the item sticks to the hand until its power is used. At that point, it can be 
stored if it is done within a minute. After that, its sticky property returns. 

86. Asmall thundercloud and rainstorm form over the wielder every time the item’s power is 
used. It lasts for ten minutes. 

87. The wielder becomes incredibly thirsty and will stop to drink water anywhere it is found, even 
if it is polluted or diseased. 

88. The wielder’s hands and feet become sticky every time the item is used, and the wielder can 
easily climb walls for five minutes afterward. 

89. When used, the wielder’s body vibrates and transports to the nearest clear space more than 
ten feet from the wielder’s current location. 

90. Each time you use the item’s magic, you shrink by one inch. Every long rest restores one inch 
of lost height. 

91. The item causes your voice to change. It now sounds like the talk quality when someone 
inhales the helium in a balloon. 

92. Every day you possess the item, your face turns more and more feline. You start changing by 
growing whiskers, followed by feline ears and eyes, and then the nose changes, ending with 
fur growing on your face. 

93. Athird eye tattoo slowly forms on your forehead the longer you possess the item. After a 
week, it is fully formed, and then it animates. 

94. Every time you use the item’s magic, your vision becomes sharper. You can see clearly upto a 
mile in well-lit outdoor environments. 

95. Whenever you call upon the item’s magic, a tumbleweed blows across the area in front of you. 

96. When the item is used, it extrudes tentacles that strongly grab your wrist. It takes several 
minutes of effort to disentangle your arm from the tentacles. When you are disentangled, they 
retract back into the item. 

97. The item tunes into your heartbeat, expanding and contracting slightly with each heartbeat. 

98. Every time the item is used, it spits out a piece of parchment detailing the fantastic deed it 
accomplished with its awesome magic. Its quality is good enough for a bard to pick it up and 
use it as a tale of bravery fully told. 

99. While in possession of the item, you can only speak in a genteel manner. Course, crude, or 
vulgar language is not allowed. 

100.The item is unstable and has a 10% chance of unleashing an explosive burst of energy in a 10’ 
radius, causing everyone 1 HP damage. 


Looking for more role-playing game aids? 
Be sure to check some of our full-length books 


Tavern Tables: The Game 
Master’s Tavern Builder 
Handbook is the definitive 
* guide to creating and 
f running taverns in your role- 
playing game. Combine bits 
and pieces from its 30+ 
tables, and you will soon 
» have a fully fleshed-out 
tavern for your players to 
explore. From food to drink 
to song to atmosphere, this 
guide has everything you 
could ever desire. It even has fully fleshed-out taverns 
for an even quicker start. 
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Buy it at: 


e DriveThruRPG 
e Amazon 


Town Tables: The Game 
Master’s Town Builder 
Handbook is the definitive 
guide to creating and 
running towns in your role- 
playing game. Combine bits 
and pieces from its 100+ 
tables, and you will soon 
have a fully fleshed-out 
immersive town setting for 
your players to explore. This 
guide has everything you 
could ever desire, from tavern food and drink menus to 
NPCs to interesting shop items to atmosphere. 


Buy it at: 


e DriveThruRPG 
e Amazon 


Dungeon Tables: The 
Game Master’s Dungeon 
Builder Handbook is the 
definitive guide to 
creating and running 
dungeons in your role- 
playing game. Combine 
bits and pieces from its 50+ 
tables, and you will soon 
have a fully fleshed-out 
immersive dungeon setting 
for your players to explore. 
This guide has everything 
you could ever look for, from construction materials to 
treasures to interesting artifacts decorating the rooms and 
corridors to atmosphere. 
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Buy it at: 


e DriveThruRPG 


e Amazon 
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A POLO adventurers on their toes? 


Do you sometimes need to 
change your dungeons or 
other environments on the 
fly to wake up complacent 
players? 


Ty’ink’s Treasury of Traps 
is the ultimate Game 
Master’s trap and trick resource. The dastardly scenarios 
in this book will remind your players that dangers might 
lurk around every corner, behind every door, and even in 
their most recently found treasure hoard. 


Buy it at: 


e DriveThruRPG 
e Amazon 


a.) Welcome to The Game 
é Master’s Book of 
Random Tables (AKA The 
ES Game Master’s 

IE RANDOM RA NICH Assistant): A Collection of 

A Cote at inei Hals Tatier Quick Roll Tables for the 
Busy Game Master — your 

one-stop resource 
offering more than 80 
quick roll idea inspiring 
tables to help you quickly create encounters, 
describe objects, build NPCs, add depth to your 
descriptions and much more for your favorite 
fantasy role-playing games. 
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e Amazon 
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Another Coltection 
of Quick Roll Tables 
tor Your Favorite 
Fantasy Role Playing Game 


Buy it at: 


e DriveThruRPG 


e Amazon 


Welcome to The Game 
Master’s Assistant Volume 
Il — your one-stop resource 
for more than 80 quick roll 
idea inspiring tables to help 
you create encounters, 
describe objects, build 
NPCs, add depth to your 
descriptions, and more. 


